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 Industri game merupakan salah satu industri yang terus berkembang dengan 
sangat cepat dan banyak diminati pada dewasa ini. Perkembangan dalam industri game 
mulai sangat dilirik oleh masyarakat karena dukungan teknologi dan banyak game yang 
bermunculan serta menyediakan perlombaan dengan hadiah yang menarik. 
 Tingginya pemain serta antusiasme yang besar dalam bermain game, membuat 
banyak developer merilis berbagai game dengan genre Battle Royale khususnya untuk 
mobile. PUBG Mobile selaku game mobile sangatlah terkenal pada tahun 2018, akan 
tetapi seiring dengan berjalannya waktu PUBG Mobile dikalahkan oleh Free Fire. 
Sehingga perlu diteliti apakah faktor – faktor yang mempengaruhi intention to continue 
play pada PUBG Mobile agar bisa menjadi lebih bersaing dengan para pesaingnya. 
 Data yang berhasil dikumpulkan dalam penelitian ini sebanyak 216 responden 
yang berasal dari domisili di Indonesia dengan hasil perceived ease of use mempunyai 
pengaruh signifikan terhadap perceived convenience, perceived ease of use mempunyai 
pengaruh signifikan terhadap perceived playfulness, perceived convenience 
mempunyai pengaruh signifikan terhadap intenion to continue play, perceived 
playfulness mempunyai pengaruh signifikan terhadap perceived intention to continue 
play,dan social influence mempunyai pengaruh signifikan terhadap intention to 
continue play. Sedangkan untuk perceived ease of use tidak memberikan pengaruh 
yang signifikan terhadap intention to continue play, dan flow experience tidak 
memberikan pengaruh yang signifikan terhadap intention to continue play.  
 Pada penelitian ini, social influence merupakan variabel yang paling 
berpengaruh terhadap intention to continue playing game karena memberikan pengaruh 
sebesar 73%. Penelitian ini, menggunakan descriptive research dengan metode 
penyebaran adalah kuesioner dengan uji olah data menggunakan software LISREL 







Kata Kunci: Perceived Ease of use, Perceived Convenien, Perceived Playfulness, 





 The game industry is one industry that continues to develop very quickly and is 
in great demand today. The development in the game industry is starting to be very 
much apprehended by the public because of the technological support and many games 
that have sprung up and provide competitions with attractive prizes. 
 The high players and great enthusiasm in playing games, made many 
developers release various games with the Battle Royale genre, especially for mobile. 
PUBG Mobile as a mobile game is very famous in 2018, but over time PUBG Mobile 
was defeated by Free Fire. So it needs to be investigated whether the factors that 
influence intention to continue playing on PUBG Mobile in order to become more 
competitive with its competitors. 
 Data collected in this study as many as 216 respondents from domicile in 
Indonesia with the results of perceived ease of use have a significant effect on perceived 
convenience, perceived ease of use has a significant effect on perceived playfulness, 
perceived convenience has a significant effect on intenion to continue play, perceived 
playfulness has a significant effect on perceived intention to continue play, and social 
influence has a significant effect on intention to continue play. Whereas perceived ease 
of use does not have a significant effect on intention to continue play, and flow 
experience does not have a significant effect on intention to continue play 
 In this study, social influence is the most influential variable on the intention to 
continue playing because it gives an effect of 73%. This research uses descriptive 
research with questionnaire distribution method with data trial using LISREL software 
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